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Altogether, 382 trials were made in the course of
six days* Professor Barrett continues—'"Once most
striking piece of success, when the things selected was
divulged to none of the family, was five cards run-
ning named correctly on the first {rial—the odds
against this happening once in our series being
considerably over one million to one. We fial
altogether a good many similar batches, the two
longest runs being eight consecutive successes, once
with cards and once with names, where the adverse
odds in the former case were over 142 millions to 1,
and, in the latter, something, incalculably greater.
Walls and closed doors made no difference.
"The milling game" is too well-known to find
extended notice here. But it makes a pleasant and
easy introduction to thought-reading experiments
and to Mesmerism as a drawing-room entertainment
among friends. Thought-reading can also be tested
in this way. Send one of the company out of the
room, then hide an article upon which all the rest
have agreed, in a place also agreed upon. When the
person selected enters the room, let all be silent, each
person present thinking of the article and /where it
is hidden. It is more than likely if the searcher acts
upon his first impression entering the room, he or
she will find the article. This can be improved upon
by thinking of a word—such as "hope," "faith,"
"father," "mother," "good/' etc. By acting on the
first inspiration, the medium selected may utter the
exact Word, or the company may decide on a (written
symbol or simple design. The most 'magnetic person
in the room should then be selected to convey the
impression to the sensitives, and so on, as good
sensitives are discovered. By magnetic I mean the
most positive and most successful person in the party
in impressing or fiuencing others.

